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RED
Dead

Redemption 2 is
out on PC from 

November 5 via Rock-
star’s PC launcher, Epic 

Games store, Green-
man Gaming, the Hum-

ble Store. A Google
Stadia version is

planned.

SAD
news as John
Kirby, the ex-

Nintendo lawyer that
action platformer Kirby
is named after has died 

aged 79. He passed 
away surrounded by 
friends and family
after developing

cancer.

MARVEL NEWS PART TWO:
Sony’s Iron Man VR will hit PS4

on February 28. It throws you into 
life as playboy billionaire Tony Stark 
in a virtual reality adventure that will 
see you blasting through 
the air and pulverising 
anything that tries to 
get in the way.

The main story sees
Stark in a battle of wits 

and fists with hacker and anti-
corporate activist, Ghost. Sony have 
announced two versions — a stan-
dard edition for £34.99 and Digital 
Deluxe for £44.99. It includes the 

Golden Avenger, Black
Centurion, Sun Stinger,
and Stealth Armor cus-
tom decos, 12 Research
Points and an Iron Man
PS4 theme.

MARVEL NEWS PART ONE:
Square Enix and Marvel used

the New York Comic-Con to reveal 
Kamala Khan will be a playable 
character in the new
Marvel’s Avengers.

Khan is best known
as Ms. Marvel — a 
teenager from Jersey 
City who has poly-
morph powers that let 

her change her size and contort 
her body. She joins playable char-
acters Captain America, Iron Man, 
Thor, Hulk and Black Widow.

It is a very smart move that
distances the game
from the movies as
Ms. Marvel has not
appeared in the
Marvel Cinematic
Universe.

LAIR WAY TAKES OFF
PLAYTONIC’S first game Yooka-Laylee 
was a true love letter to a lot of the team’s 
past.

They had worked at Rare and were 
obviously keen to keep the memories 
alive.

But this is not just a rehash. The British
studio have really mixed things up for 
their second outing.

Because if Yooka-Laylee was inspired
by Banjio-Kazooie, then the firm’s newest
game, Yooka- Laylee And The
Impossible Lair, is very much inspired by 
Donkey Kong Country — which was also 
developed at Rare.

So gone is the
3D adventuring.

Instead, it is
replaced with a
more-focused

2.5D platformer
where timing is
everything.

The tale sees our two 
heroes — Yooka the
chameleon and Laylee 
the bat — returning. They have to help 
Queen Phoebee fend off the evil Capital 
B. Expect the signature puns from the 
first game — they are also back in force.

Capital B has taken her kingdom and
built a devilishly hard gauntlet of traps 
called the Impossible Lair and you have 
to overcome them.

So far it’s pretty similar to the first
outing, but in an interesting twist you can 
tackle it at any point in the game — but, 
word of advice, don’t do it too early.

This is no cake walk because it’s the 
longest level in the game and has

absolutely no checkpoints so failure at 
some point is almost a certainty. But, 
fear not, you can recruit the queen’s 
guards. They act like a shield during your 
assault on the lair.

You can get the guards by completing
a level and the more you finish the
better your chances because there 
are 48 to find along the way.

From there you platform your 
way across a
number of
colourful levels
with lots of 
challenges and
hidden areas that
never really get
old. Each one
brings a new
element to the
gameplay. Beyond

that there is a fresh over world, 
which you can explore when you’re 
not running though levels. It adopts 
more of a top-down 3D vibe and has 
lots of secrets and puzzles to crack. 

There is also a tonic system which can
rise or lower the difficultly of levels as 
well as adding fun effects to each run.

This is a well-built title that changes 
the core direction of the original — and it 
is fair to say that it is a move in the right 
direction.

HHHH
STUART CULLEN

Yooka-Laylee and the 
Impossible Lair
Xbox One, PS4, Switch and PC £24.99
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GOOSE SORRY NOW?
EVERY year an indie game rises above 
the pack to be an instant smash and 
when it comes to Untitled Goose Game 
it’s been a long time coming.

Aussie-based developers House 
House have crafted a beautiful vision of 
an English countryside village but it’s 
under siege by a true force of evil…a 
goose.

In terms of story there isn’t much to go
on beyond that you are a goose who is a 
grade-A pain in the butt and a total 
a*****e to the point the game could have 
easily just been called A*****e Simulator 
2019.

It’s true slapstick and there are no
hidden depths.

You simply emerge from a 
bush with one goal — to bring 
terror and fear to the small 
nameless village through steal-
ing things, being a pest and flat 
out just honking at people.

It may all sound a bit strange 
and, well, yes it is — but if you 

tives which see you having to redo the 
tasks in a set time limit. 

That does add some replayability to the
game, but you’re really just going over 
old ground.

And while it lasts, the game ranges 
from easy fun to challenging puzzler that 
needs a bit of thinking to complete get 
going, beyond just honking for victory.

Graphically, things are charming but 
simple and music is sparingly used but it 
can really ramp things up when an old 
man is chasing you to get his slipper 
back. Yes, you read that right. 

Untitled Goose Game is a joy from start
to finish, though those looking for a real 

challenge may feel let down as it
maybe has more of a tech demo
feeling than full-blown release in
many ways.

But regardless, there is a per-
fect Sunday’s afternoon fun to be
found here which will leave you
hungry for more.

HHHHú
STUART CULLEN

Untitled Goose Game
Switch and PC £17.99
think of Hitman and, instead of killing
targets, you’re driving people nuts then 
you’ll have a rough idea of how things 
work as you sit in wait for the perfect time 
to strike.

And strike you will, from soaking a
gardener with a hose to terrifying a child 
into a phonebooth.

You’ll soon have the rule of the place 
but just as you’re getting into the swing of 
things it all ends too soon.

You can complete the core goals in less
than two hours, then unlock bonus objec-
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Listen to Spyres at 
thescottishsun.co.uk

By Jim Gellatly

SPYRES
WHERE: Glasgow.
WHO: Keira McGuire (vocals/guitar),
Emily Downie (vocals/guitar), Jude
Curran (bass), Alex White (drums).
FOR FANS OF: Wolf Alice, Courtney
Barnett, The Breeders.
JIM SAYS: They’ve only been a band
in their current form since the start of
the year, but Spyres have got off to a
flying start. 

Emily and Keira, aged 16 and 17
respectively, originally formed the
band as an acoustic duo. As a four-
piece they’ve developed into a capti-
vating punk rock outfit but brimming
with pop sensibilities. 

Keira said: “We met through open
mics and noticed we had similar
taste in music. As a duo we would
sing covers of our favourite bands
and a couple of very early originals.

“We did this for a couple of years,
but always wanted to go electric and
create a heavier sound.

“At the end of last year we man-
aged to recruit Jude, who I knew
through social media. He luckily
knew a boy from his football who
played drums who we’re now
pleased to call our Alex!”

The band were magnificent sup-
porting The Snuts at Motherwell
Concert Hall last month. I might have
felt like a pensioner, but it was amaz-
ing seeing so many young people so
up for a rock and roll show.

Emily said: “It’s the biggest venue
we’ve played so far. It felt quite intimi-
dating at first but seeing everyone
singing along and having a good
time made us feel so much more
comfortable. It was cool to see peo-
ple our age really into the music we
were playing.”

The sound reminded me of acts
like The Shop Assistants and The
Jesus And Mary Chain. It wasn’t a
nostalgia trip though. It’s as fresh as
anything, and firmly marks them out
as one of the bands making up the
vibrant New Breed of punk that’s put-
ting Glasgow on the map. 

Baby Strange, Rascalton and The
Dunts are leading the way, but
Spyres aren’t far behind.

It’s no coincidence that these
bands have recorded at 7 West Stu-
dios in Glasgow. Last week they
launched a new record label, man-
agement and production company.
It should be a brilliant platform for
Spyres.

The band have already been get-
ting plenty of attention with their
stunning debut single Otherside.

Emily said: “Being played on the
local stations in Scotland has been
overwhelming enough but hearing it
played around the world was some-
thing we didn’t expect.”

Keira added: “Otherside was per-
fect for our first single. It’s a hard-hit-
ting song that describes the
inescapable reality of the day to day
life whether it’s the hatred for a job,
or for us school, and how everyone
else just accepts that this is their
reality. But you can see further goals
and a better life on the Otherside.

“Our next single has more playful
lyrics and sound but still has our
Spyres spin on it.”
MORE: facebook.com/spyresmusic 
lJim presents a weekly showcase of
New Music on Amazing Radio Sun-
days 2-4pm. 

amazingradio.com
jimgellatly.com

BAD news — Doom Eternal will
miss its November 22 release

date and won’t arrive until March 
next year.

Developers id Software said: “We

know many fans will be disap-
pointed by this delay, but we are 
confident that Doom Eternal will 
deliver a gaming experience that is 
worth the wait.”

SPOILER alert: Sony has
confirmed that the PS5 will be

called PlayStation 5. Oooft. It’ll be 
out by Christmas 2020. Wow. 
Shocker. Sony told the PlayStation 

blog: “These updates may not be a 
huge surprise, but we wanted to 
confirm them for our PlayStation 
fans, as we start to reveal additional 
details about our vision.”

1 FIFA 20 
2 Tom Clancy’s Ghost 

Recon Breakpoint 
3 Borderlands 3

4 Gears 5
5 The Legend Of 

Zelda: Link’s
Awakening

XBOX’S free-to-play game 
Vigor is getting its first big 

update — bringing a new map 
called Brodalen Bridges with a 
much more vertical environment.

You’ll also be able to discover 
Polaroid photos on the 
map — they reveal
details on hidden spots 
and marked areas so 
you can dig up stashes 
and score the loot in a 

new event called Buried Cache. 
Away from the modes, the biggest 
change will be how the weight of 
your loot and equipment can now 
affect your movement and stamina.

There are also a host of tweaks —
like rebalanced
challenges, camera,
movement, sway and
spread of weapons and
also recoil and loot
rebalance. Enjoy.

CAPCOM are carrying
on its crossover trend

with the Monster Hunter 
World expansion Iceborne 
getting an event with
Resident Evil.

It follows simi-
lar moves with 
Devil May Cry, 
Street Fighter 
and Mega Man 

as well as brands like Assas-
sins Creed and The Witcher 
3. An event teaser shows 
Claire Redfield and Leon 
Kennedy joining the hunt on 

Hoarfrost
Reach. Expect
new skins,
weapons, and a
host of other
goodies.

MEET LEGEND WHO TAMED MARIO

Legend Of Zelda Link’s Awakening
Switch £49.99

NINTENDO know that
nostalgia, if handled right,
can be big business — just
look at the TV ad for their
latest title Legend Of Zelda
Link’s Awakening.

It shows a 30-something
going into his loft and finding
his old Gameboy with a copy
of the game. Cue a wave of
warm fuzzy nostalgia. 

But it’s a
dangerous game

to play for
the firm, as

supporting
a 26-year-
old game

with just a few
touch-ups may not

land well with fans.
But Nintendo are not new kids

on the block, so we have a
reworked from-the-ground-up ver-
sion of what many call the greatest
game ever made. Legend Of Zelda

Link’s Awakening for the Switch
takes the core joy of the original
and refines the whole thing, while
keeping the story and all the key
events that made it a hit in the
first place.

We see our hero Link being
washed ashore on an island called
Koholint Island and, upon
awakening, he is told by a wise
owl he must go on an epic quest
to crack open an egg that sits atop
a mountain by finding a bunch of
instruments . . . yes, things were a
lot simpler back in 1993.

If you’re old enough to have
undertaken this journey before,
odds are you’ll be hit by digital
déjà vu as this game mirrors the
original, with only a few changes
along the way, but for the most
part it’s a carbon-copy in terms of
layout.

It has to be said that everything
has been passed through a filter
that makes it all look like a tale of

toys come to life — everything has
a lovely shine to it and an almost
plastic vibe helped by there being
a soft-focus blur around the edges
of the screen. All of which takes
the level of charm and fires it
through the roof.

There is also a real feeling of
Nintendo embracing its history
as well as you’ll spot nods to
the likes of Mario, Kirby and
Animal Crossing on your
adventure. 

These range from totally new
gameplay elements to little
winks and nods such as Yoshi
dolls for example.

As for the general gameplay,
things have been brought up to
date with a number of quality of
life improvements such as being
able to stamp locations of interest
on your map like you can in
Breath of the Wild, plus with the
Switch having more buttons than
the Gameboy, overall control is far
better as you don’t need to juggle
items in the same way anymore.

On the downside, there are next

to none — beyond that we did get
a bit of slowdown and framedrop
when exploring the over world, but
this is likely due to the map being
one huge area now and not lots of
tiny ones spilt up. 

And the new dungeon creator
mode falls a bit flat really due to a

lack of options to share your
creations as well as other
limitations.

Legend Of Zelda Link’s
Awakening is an incredible
retelling of a true classic title
that holds a special place in a
lot of gamers’ hearts — and
for the 30-something age
group, this is very much a

system-seller. 
It is slick and well done.
If you’re a fan you’ll remember

why you love it and if you’re new
you’ll some find out why it’s just
so special. 

This is a must-buy if you have a
Switch as it’s a joyful adventure
and something truly special.

HHHHH
STUART CULLEN
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IT is a fair bet that Charles Martinet has been
responsible for many hours of gaming fun in your house
— but you have never heard of his name.

However, when the 64-year-old Californian speaks, a
galaxy of gaming icons will come flooding into your
mind because Charles voices Super Mario as well as
Luigi, Baby Mario, Baby Luigi, Wario, Waluigi, and
Toadsworth to name a few. 

Charles was one of the massive highlights at MCM
Glasgow — the largest comic convention in Scotland —
where he met fans and talked all things Mario.

He told STUART CULLEN that the Italian plumber is
actually based on a character from Shakespeare’s
Taming Of The Shrew! 

He said: “I can honestly tell you when I auditioned for
the role I had never heard of Mario or Nintendo. This was
back in 1991 but I just had no idea.

“I crashed the audition really. I was at the beach and a
friend gave me a call and said ‘You got to go do this’. I
was like ‘There is no way I could ever crash an audition, I
am a professional actor… where should I go?’

“I have no idea why but I left that beach and I caught
the guys just as they were leaving. I asked ‘Can I read for
this?’ and there was literally a moment of maybe not, but
he went ‘Alright come on in’.

“They set the camera back up and he said ‘You’re a
Italian plumber from Brooklyn named Mario in a video-
game but we are going to do a real-time animation
system so you’ll have these things glued to your face.
When you talk it’ll make the character move and talk too’.

“So I thought an Italian plumber from Brooklyn would
be like ‘Hey, get out of my face, am working here’ but I

was ‘No, no, I’ll do something more fun’. By great
circumstance I had just played Gremio in Taming of the
Shrew who was a nice Italian guy.

“I thought ‘I’ll do that’, but I know nothing about video-
game beyond Waka Waka but I was like ‘I’ll just make
things up about food’. I heard ‘action’ and I said: ‘Hello,
am a Mario, let’s make pizza pie together. You go get
some sausage and I’ll get some spaghetti and then I’ll
chase you with the pizza and we can eat the pizza’.

“I thought for sure the guy was going to say cut, but he
never did so I just started making up pasta and games
and kept going until I hear ‘Stop talking, cut. There is no
tape. Thanks, we’ll be in touch’.

“I thought that was the end of it so I went back to the
beach, watched the sunset, and here I am 28 years later
— still going ‘Yippee’ and it’s really a joy.

Capturing the Mario magic is a tough gig. Charles

insisted: “Every time is different and I never know what’s
coming. I get a call to come up and play in the sandbox
and we have some new toys. I love diving right in.

“Whether we record in Seattle, LA or Japan, some-
times it’s like two weeks before it’s released or two years
or more. It’s amazing how much goes into making a
game really.

“I have no idea how many lines I would say for a full
game. We do four-hour recording sessions and it’s just a
celebration of the character where we have ideas from
all the team and we are always trying to stay impeccable
so it all sounds right and the joy is real.”

Despite making the characters his own over the years,
Charles insisted he had no favourite lines. He added: “I
love them all. Whether I got a line like ‘Let’s a go’ or
‘Mario time’, you get a wonderful smile. For me, it never
gets old or boring and every time it’s different.

“So to pick a favourite line is like picking a favourite
game. Do you know the guys at the Guinness World
Records said congratulations a while back because I
have the world record for being in 100 videogames,
which was marked by Super Smash Bros. Ultimate and
there have been a few more released since then.”

Charles was also delighted to be back in Scotland. He
said: “I‘ve been to Edinburgh and Glasgow and I’ve
been to a few conferences here. I‘ve also been lucky
enough to see Billy Connolly when I’ve been here in the
past.

“It’s a great country with wonderful people and great
food. And it’s great to meet and see the fans but what I
love seeing is their surprise when I go ‘Yippee’. It’s great
fun.”

EXCLUSIVE INTERVIEW

1SM Sunday, October 13, 2019 .............................. 41


